





















Welcome to Drwfb 


Druid: Daemons of the Mind is a fantasy role-playing adventure. In a role-playing 
game, you become another character—a heroic warrior, a treacherous spy, an 
alien mutant—and guide that character through exploits and adventures. 

The first role-playing games were played using just pen, paper, and dice. They 
were a lot of fun! The only problem was that you spent as much time rolling 
dice, making calculations, and dealing with paperwork as you did exploring or 
vanquishing foes. Sometimes you felt more like an accountant than an 
adventurer* 

Then, someone got the bright idea of putting role-playing games onto 
computers. The player could concentrate on having fun, while letting the 
computer handle all the details. The only problem was that it could take a lor 
of time to learn to play before you got to the fun stuff. 

With Druid, we've kept the fun parts of role-playing, like battling strange 
creatures, casting powerful spells, and exploring new worlds. The statistics and 
number crunching of a role-playing game are there in the background, but you 
won't have to worry about them* The game interface is simple, so you won’t 
have to spend hours paging through the manual, either. You can do just about 
everything in the game, from casting spells to talking to other characters, with 
a mouse click or two. 

You should be able to jump right into the game without having to read the 
whole manual. There are a few things we recommend you read first, though; 

* To get the game up and running, read the quick reference card. The 
reference card also gives a short summary of the game commands* 

# If you're new to games, or are just stuck at the beginning, check out 
Appendix Two; Starter Hints. 

Now get ready* You’re about to become a sorcerer, an adventurer, an explorer 

... a Druid. 
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When the game begins, you’ll find yourself in a place you've only seen in your 
dreams. You'll have to take a look around to discover who brought you here, 
and why. 

The Adventure Screen shows your character as he forges his way through his 
adventure. The Adventure Screen is also where you do all your exploring, 
fighting, and interacting with other characters. 
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Exploring the world of Druid is easy. To move your character, point the mouse 
cursor at where you want to go. Then, left click. Your character will start 
walking towards that point. If you click on an obstacle, such as a wall or a pit 
of burning lava, your character will stop before colliding with it (he may be 
musclebound, but he's not stupid). 


To leave the room you're in, move the mouse cursor around until it turns into 
an EXIT sign. If you left click with an EXIT cursor, your character will walk out 
the exit and into a new room. Hint: in the beginning of the game, youll be in 
a locked room, so you won't see an EXIT cursor until you figure out a way to 
unlock the door. See Appendix Two: Starter Hints. 

Your character will find all sorts of useful items during his travels. To look for 
items, move the cursor over the screen. If the cursor turns orange, there's 
something there. To find out what an object is, left click on it. You'll get a 
description of what you've found. To pick the item up , left click on it again. 

* Click on an item once to find out what it is. 

* Click on the item again to try to pick it up. 

If your character is able to pick the object up, you'll be taken to the Main Menu 
Screen. The item will appear in the inventory tray at the bottom of the screen. 
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From the Main Mena Screen, you can select and use items, load and save the 
game, change game options, and look at your character’s statistics. To bring up 
the Main Menu Screen from the Adventure Screen, press ESC or the spacebar. 
To return to the Adventure Screen from the Main Menu, hit the spacebar or 
the ESC key. 

Once you've picked up an item, you can use it on other items* Before using an 
object, you first have to put it in your character's hands* Bring up the Main 
. Menu Screen by pressing the spacebar. Pick up the item you want to use in the 
inventory tray by clicking on it. (if you can't find the item you're looking for, 
click on the inventory tray arrows to scroll through your inventory.) You can 
now use the item in your character’s hands by clicking the item where you want 
to use it. Here are some examples: 

* To unlock a d oor w i th a key you 1 v e fo und, click on the key in the Ma i n 
Menu Screen. Exit the Main Menu Screen and click the key on the 
door. If the key fits, the door will open. 

• To buy something from another character, click on the coins in the 
Main Menu Screen, exit the Main Menu Screen, and click the coins 
on the character you're trying to strike a bargain with* 

Some items can't be picked up because they're too large (a boulder the size of 
a small dragon, say) or because the item isn't useful in your adventures (such 
as a ten volume encyclopedia on worm breeding)* You may still be able to use 
the item, though. To try to use an item that you can’t pick up: 
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Click on the item once to get a description of it* 
Click on it again to try to use it. 
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Exploration 

Once you have picked up an item, you may want to examine it more carefully. 
Click on an item in the inventory tray to turn it into a cursor* Then click the 
item cursor on the eyes of the gold figurine in the middle of the screen. 

You can also eat certain items, if you get the urge* Click on the item in the 
inventory tray that you want to eat. Then, click on the figurine’s stomach* 
You’ll snarfdown the item if it’s edible. (The game won't let you eat things like 
money, books, or rocks. We don't want you getting queasy while you play*) 

Talk to the people you meet in your adventures* They have clues, items, and 
important information for you. 

To talk to another character, left click on him* He'll tell you what's on his mind. 
When a character speaks, certain topics will be highlighted in yellow* To get 
more information about a highlighted topic, click on the highlighted word. To 
end a conversation, click on QUIT* 

Not everyone will respond to your invitation to talk, though. Some people are 
just too busy to chat* Others won't reply because what they really want to do 
is lop off your head and serve it on a platter, (The Combat section of the manual 
explains how to deal with these louts.) 

Keep a close eye on your character as you guide him through his adventures. 
You should keep him in top fighting form. There's nothing worse than picking 
a fight with a couple of twisted green monstrosities, only to discover your 
character is only a Body Point or two away from death, 

T o see how your character is doing, take a look at the left side of the Main Menu 
screen* Here, you'll find your character's attributes. Like anyone else, your 
character has his own strengths and weaknesses* In Druid , those strengths and 
weaknesses are summed up by the character's attributes. These attributes are: 

* Strength: Strength measutes the physical power of your character. It’s 
most important in combat* Stronger characters do more damage to 
their enemies and stand a better chance of breaking through their 
enemies' defenses* 

* Speed: Speed indicates how fast your character can move and react* 
It plays a major role in combat* The faster a character is, the easier it 
is for him to attack and defend successfully, 

* Mind Points: Mind Points measure your character's current mental 
power* Mind Points are used up as you cast spells, so it's always a good 
idea to monitor how many your character has left. Certain items can 
be used to restore Mind Points. 
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* Body Points: Body Points show how healthy your character is at the 
moment. When your character is hit by a monster, his Body Points 
may fall. If his Body Points fall to zero, your character is dead. 
Needless to say, it’s extremely important to keep track of your Body 
Points! The Heal spell can restore Body Points, as can certain items, 

* Exp er ienc e Pomts: Your character e arns experienc e poin ts fo r do ing 
all sorts of things, from slaying monsters, to finding hidden items, to 
completing quests. The more experience points your character has, 
the higher his experience level, 

* Experience Level: Your character will become more powerful when 
he reaches higher experience levels. The higher a character's expe- 
rience level, the better he is at all sorts of things, from swinging his axe 
to casting a spell. Your character’s experience level is based on how 
much adventuring he’s done. A battle-scarred veteran will have a 
higher experience level than a greenhorn who doesn't know which 
end of an axe is up. 

You can also keep an eye on your character's Body Points and Mind Points by 
monitoring the two bars in the upper deft hand comer of the Adventure Screen, 
The blue bar represents Body Points, while the orange bar measures Mind 
Points* 

You can save your progress in the game by going to the Main Menu Screen and 
clicking on Save. Be sure to save whenever you Ye trying new, dangerous, or silly 
things. If the experiment doesn’t work, no problem—just load the saved game. 
(If only real life were so simple! <f No, Mr. T axman, I didn't pay my income taxes, 
but if you'll just allow me to load my April 14th saved game ,. .”) 

If you’ve just ended up on the losing side of an axe fight, select Load from the 
Main Menu screen and you can go back to a game you had saved previously. 

If you prefer your own off-key humming to Druid’s soundtrack, just click on 
Music to turn off the game’s music. 

To keep your neighbors from asking about the strange noises they hear at four 
in the morning, click on Sound on the Main Menu Screen, This will turn off 
Druid’s sound effects. 

To quit the game so that you can snooze, grab some food, or even work, click 
on Quit on the Main Menu Screen. 

Here ate some general hints to remember during your travels. Try all the exits 
from a location. Search each location carefully. If you find something, click on 
it twice—once to see what the item is, once more to see if you can take or use 
the item. Combine items in your inventory to see if you can make something 
new out of them. 
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Magic is an essential part of a Druid’s life, the thing that makes him different 
and more powerful than mete humans. As your character explores the 
dangerous world of Navan, he’ll gradually uncover the hidden secrets of the 
Druids 1 magic. Magic is particularly useful against monsters—a well-aimed 
fireball will save your tattooed hide in many situations. 

To cast a spell, click the right mouse button. Your character’s amulet appears 
in the center of the screen. At the four corners of the amulet, you’ll see the four 
elements. The drop symbolizes water, the whirlwind symbolizes air, the rock 
symbolizes earth, and the fire symbolizes, uh, fire. In the center of the amulet 
is a gemstone, representing the Mind. 

You can mix these different elements together to form a spell To create a spell, 
click on each element you want to include in it. For example, a fireball consists 
of fire (naturally), earth (the stuff that burns), and air (to make the burning ball 
of stuff fly through space). So, to create a fireball, dick on the rock, the fire, 
and the whirlwind, in that order. The elements you have selected will appear 
as a row of icons. If you make a mistake, right-clicking will abort the spell 


After you’ve selected the elements in your spell, click on the lightning bolt icon 
in the lower right comer. Your amulet disappears from the screen, and the 
mouse cursor turns into a lightning bolt. You’re now ready to cast your spell 
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The SpellcastingScreen 
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Position the lightning cursor on the item 
you'd like to zap, typically a monster or 
other foe. Click the left mouse button, 
and the fireball will leap to ins target. 

Spell casting temporarily drains your 
character’s mental energy, burning up 
some of his Mind Points. If you don't 
have enough M ind Points to cast a spell, 
it will just fizzle harmlessly, and you'll see a whitish explosion over the creature. 
Keep a close eye on the blue bar representing your Mind Points. You'll find it 
in the upper left corner of the Adventure Screen. 

If you do run out of Mind Points, you’ll have to find a way to restore them. There 
are various ways to restore Mind Points in the game. You'll discover those 
methods by exploration and experimentation* Until you do find a method, 
make sure you use your Mind Points wisely I 

The higher your experience level, the higher your maximum number of Mind 
Points* When you achieve higher levels, you’ll be able to cast more spells. Early 
on in the game, don't cast spells just for the heck of it, or use a high-power spell 
when a lower-powered one would do* Otherwise, you'll just waste Mind Points 
on a spell that fizzles (indicated by a whitish explosion over the target), and your 
character will quickly turn into a Druid-flavored snack for some passing 
creature* 

Magic is an intricate art that requires one hundred percent of your character's 
attention. He can’t just zip off a spell while he’s jogging around, or reading a 
book, or tripping over his bootlaces* Make sure your character has the time and 
freedom to weave his magic* 

Obviously, your character can't concentrate while he's being backed at (“Let's 
see: fire, eartb-OOF!' 1 )* Be sure to cast your spells before the enemy attacks. 
One good method is to soften the opponent up with a spell or two, then to close 
in and finish him off u f ith your hattleaxe. 
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The Druids’ magic is based on the four elements they held sacred: Earth, Air, 
Fire, and Water* Earth provides massive strength and solidity. Air supplies 
motion* The vital liquid, Water, supports life itself, while Fire furnishes heat, 
power, and destructive force. These four components, combined in millions of 
different ways, make up everything in the material world, from the mightiest 
mountain range to the most delicate spider web. 

As the Druids studied the four elements, they discovered ways to make the 
elements do their bidding* To the elements, the Druids added the power of the 
Mind. By using the Mind’s strength and discipline, the Druids harnessed the 
raw magic of the elements* To channel this magic into spells, Druids used the 
amulets they wear around their necks* 

All knowledge of magic is kept a closely guarded secret. Magic is too powerful, 
the Druids say, to fall into the hands of the untrained. Despite their best efforts, 
information about a few of the Dru ids 5 spells has leaked out. The following are 
the known spells; a brave soul who searched the land carefully could doubtless 
discover many more* 

Note: A spell’s cost is the number of Mind Points (M*P.) needed to cast it 
successfully* In add it ion to Mind Points, casting spells requires certain magical 
items—the more powerful the spell, the more powerful the item required, it is 
rumored that there are ways to make each spell even more powerful. 


Spell Name 

Elements 

Cost 

Rock Storm 

Earth, Earth, Air 

2 M.P. 

A hail of stones surrounds and 
stings the target creature * 



Fireball 

Earth, Fire, Air 

4M.P. 

A burst of flame flies to the 
target and singes its skin. 



Minor Heal 

Earth, Air, Fire, Water 

7 M.P. 
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Combat 


Sooner or later, you will come across hostile forces that you can’t ignore or 
outrun. A Druid's best friend is his battle axe in such cases. Fighting is easy in 
Druid t but we recommend you read this section carefully before trying your 
hand with a blade. 

Combat begins when you come within weapon range of a creature. To attack 
in combat, left click on the part of the opponent you want to strike. You can 
customize your attack to hit your foe where he's weakest. Click on your 
opponent 1 s head or shoulders, and you 1 11 deliver a high overhand chop that will 
knock the dandruff out of him. Click on your opponent's body, and you’ll 
deliver a lower swing that will split your opponent's sides (literally). 

You can protect yourself from the enemy’s attacks by using defensive moves. 
During combat, click on your character’s body and he'll try to block the attack. 
The enemy can do the same, so don’t assume all of your attacks will hit! 

Even the bravest hero may have occasion to flee from a fight. Right click during 
combat to have your character attempt a tactical retreat. Your opponent may 
come after you, though, so watch your back. 

Patience and cunning work better in battle than just clicking away frantically. 
You'll find th at you ’ 11 do be t te r if you t i me your blows c arefully. The highe r yo ur 
character's Speed, the faster he’ll be able to attack. 

You w ill have to use differe nt tac t ics fo r d ifferent e nem ies ♦ Some ere at ure s c an 
be easily done in with high attacks, while others ate vulnerable to low ones. 
Some are slow and stupid; others are quick and deadly. lt r s up to you to spot 
your enemy's weakness—if he has one! 

Defensive moves arc good for breaking up your opponent’s attacks. Remember, 
though, that no one ever won a battle j ust by dodging. Your enemy may break 
through your defenses if you try to defend for too long. 

If you want to wipe out the bad guys with magic, do it before they get into 
combat range. Your character won't be able to concentrate on his spells while 
he’s engaged in hand-to-hand combat. Using magic first will make close-up 
combat easier, but also uses up Mind Points. 

Don't forget, discretion is the better part of valor. If you're down to your last 
few Mind Points and Body Points, don't try to tackle a mob of monsters. When 
your character’s Body Points are low, he is weak and is unlikely to land any hits. 
Try to stay out of the monsters' way until you’ve restored your health and magic. 
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Appendix Two: Starter Hints 


This mini-walkthrough will introduce you to Dmid’s commands and tell you 
how to escape from the locked room at the start of the game. Don’t read any 
further unless you want hints 1 

You begin the game in a small room. The first thing to catch your eye is that 
large hook on the table* Put the mouse cursor over the book and click the left 
mouse button* Your character walks over to the hook. Welcome to the Common 
Ground, How nice—it must have been left by the Welcome Wagon! 

Click on the book again* Your character picks up the hook, and you’re taken 
to the Main Menu Screen. The book your character just picked up is now in 
the inventory tray at the bottom of the screen, along with some coins and an 
amulet* 

Click on the book in the inventory tray. Notice that the cursor has changed 
shape—it now ? looks like the book. Move the book cursor up to the eyes of the 
gold figurine and left click. Your character reads the book* 

After you’re done reading, click the hook icon on the figure’s stomach* Nope, 
you can’t have the book as a snack. 

To turn the hook cursor back into an arrow cursor, click the book cursor on any 
part of the figurine (except for the eyes and stomach—you’ve already read the 
book, and you don’t want to eat it)* The book will return to the inventory tray. 
To return to the Adventure Screen, right click or hit the spacebar. 

Now try to leave the room* Click the doorframe on the right side of the screen* 
Uh-oh! Y ou’ re locked in. 

Perhaps you should take a closer look at the bookshelf* You can search the 
bookshelf by running the arrow' cursor over the shelves* When the cursor turns 
orange, you’ve found a book you can read* 

As informative as the books arc, most of them won’t help you with that locked 
door. In the middle of the bookshelf, though, you’ll find a book entitled A Celtic 
Miscellany, Instead of words, this book contains a gemstone! 

Now what use could that be? Take a look at your amulet* Something about 
the shape of that circle in the middle , *. * Aha! Click on the gemstone to pick 
it up. Now click the gemstone cursor on the amulet. A perfect fit! And what 
was that click? 

The door is no longer locked. Return to the Adventure Screen, and move the 
cursor over the door frame* Instead of an arrow, you should now see an EXIT 
sign, indicating you can now leave by that doot. Left click, and your character 
will walk out the door and into the many adventures of Dr uid. 


It 




Appenfefx Three: Helpl 

In the United States and Canada 

See inside front cover for phone numbers and hours of operation 

If your game isn't working as you expect it to, feel free to call us at (315) 393. 
6644 (sorry, we don't give game hints on this number... tech support people 
don t play the game, so they'd just have to make it up anyway). Technical 
Support lines are open Monday through Friday, 9 a.m. to noon and 1 p.m. to 
5 p.m + Eastern (except holidays, when they're open from noon to 4 p.m. 
Eastern). You may also fax us at (315) 393-1525 or write to us at: 

Technical Support 
Sir-tech Software, Inc, 

P*0. Box 245 
Ogdensburg, NY 13669 

If your disk has become unreadable within 30 days of purchase, return it with 
a dated, original receipt toSir-tech Software, Inc. for a free replacement. After 
30 days, enclose $ 10.00 to cover costs of media restoration or replacement plus 
$2.50 to cover shipping and handling. (NY residents, please add 7% sales tax 
to the total of repair and shipping.) Prices are subject to change without notice. 
Please include the following information in your package. Failure to do so could 
delay processing time: 

* Original CD or diskettes 

* Warranty card (if not already sent to us) 

* Letter explaining problem and computer configuration 

* For free replacements within 30 days, original and dated sales receipt 
(it will be returned to you) 

* For replacements after 30 days, $10.00 repair charge plus $2.50 
shipping handling fee and tax if applicable 

When you contact us, please have ready your computer make, operating 
system, total amount of memory, and amounts of extended and expanded 
memory. Also, please tell us if your computer has any special start-up programs 
or memory resident programs. For the fastest service, be at your computer and 
have your computer on. 

I lease return your warranty registration card. Doing so will guarantee you the 
fastest possible repair or replacement of a damaged diskette. Wc'U also be able 
to let you know about upcoming and newly released Sit-tech products so you 
can share in the fun. 
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AppenMx Three: Help! 

From time to time, Sir-tech issues program updates. If you’re having trouble 
with the game, please contact our Technical Support staff. We may have an 
update that solves your problem. Updates are frequently available on 
CompuServe as well. 

For on-line support of Druid and other Sir-tech products via CompuServe, 
contact us in the Game Publ ishers B Forum (GO GAM BPUB). Our CompuServe 
ID number is 76711,33. You may also get hints from your fellow gamers in the 
Gamers Forum (GO GAMERS). By joining CompuServe and the Game 
Publishers Forums, you can get the latest product updates, read new product 
announcements and download demos of upcoming Sir-tech games. If you are 
not already a member of CompuServe, call (800) 524-3388 and ask for 
representative 451 to get your free introductory membership and an on-line 
usage credit. Sir-tech neither endorses nor implies an endorsement of any on¬ 
line information service. 

To contact us from the Internet, send e-mail to 76711.33@compuserve.com. 

Getting a busy signal on the hints hotline when you dial us? When a game is 
first released, that's not uncommon—lots of people are trying to get through. 
Remember, you can still fax us. Our phone lines are typically less busy on the 
weekend. If you can save your call ’til then, you might want to consider it. 
Weekend hotline hours are 12 noon to 4:00 p.m Eastern. You may also write 
to us. We have someone waiting to answer your letter. 

Hints Hotline 
Sir-tech Software, Inc. 

P.O. Box 245 
Ogdensburg, NY 13669 

As you play Druid and read its manual, you may think of ways we can improve 
our products. If you do, we want to hear ffom you. Send your comments, 
compliments, criticisms and suggestions to: 

Product Development 
Sir-tech Software, Inc. 

P.O. Box 245 
Ogdcnsburg, NY 13669 
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